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In this issue: 





Make a mask and print it! Choose from 11 different hair styles, 
eyes, ears, noses, and other features. Make a mask that looks like 
a cat, a robot, or other strange creatures. There are more than 
one million masks you can make! 





_ Learning — literacy, a art 
_ and design. _  —SOese 





Safari! 

You and your classmates are on a safari in Kenya! You will meet 
zebras, lions, elephants, and other African mammals. Learn 
cease on what they eat and learn how they survive in the wild. If you learn 
on fe ides 40 wed ee eae your animal facts, you can print a fact sheet about pent animal! 


to “ihe SING wo want to be, then press 
BETA. ; 


Learning Opportunities: motes for r detail and 
comprehension, . science. _ : 


Talk to B.E. R1 r 

B.E.R.T. wants to talk to you! He is waiting for you to teach him 
about a topic, such as books or games. Then play a guessing Hae 
game with B.E.R.T. The more you talk to B.E.R.T., the more he 

learns. Save your games on a data disk, and talk to B.E.R.T. again 

HAS A STEERIN rE and again. 








Press RETURN to OG On. 


Learning Cowon: Problem — ee 
oe literacy. _—=ss _ 





Talk to B.E.R.T. 

Eye Spy 
It is a beautiful day at the beach, but something i isn't quite right. 
Is that an igloo on the sand?! What else is wrong with the pic- 
ture? Use your magnifying glass to find the mistakes at the 
beach. If you find all of the mistakes in the picture, you will get a 
reward. 





~ Learning Opportunities: Visual discrimination, strategy | 
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©) Sis be O28 4 8) BY Read this handbook for instructions 


on using each Microzine Jr. feature. 


= Equipment You Need : 
1. Monitor or TV 
_ 2. 64K Apple Il Plus, /le, llc, or IIGS 


3. Disk drive 
Apple ® is a registered trademark of Apple Computer, Inc. 








Loading Microzine Jr. 
1. Open the disk drive door. 


eee 2. Hold the disk with the label end facing you. 


. If you have a3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want 
is on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the 

disk slowly with the label facing down. 


4. Close the drive door. 
5. Turn on the computer and monitor (or TV). 5 


NOTE: Never remove or insert a disk while the disk drive's red light 
| is on. | 





Using the Microzine Jr. Hand 

You will use the Microzine Jr. Hand icon in most of the features in this 
issue of Microzine Jr. Use the arrow keys or the I, J, K, or M keys to 
move the Hand. Type ? or choose "Hand Tutorial” on the Microzine 
Jr. Guide to learn how to use the Microzine Jr. Hand icon. 


4 The Microzine Jr. Guide 
The Microzine Jr. Guide lists the Microzine Jr. features in a collection 
of boxes. Each box is labeled. : 


Use the Hand icon to point to the box that describes what you want 
to do. A list of items inside that box will appear. Use the Hand again 
to point to what you want to do. For example, if you point to the box 
labeled "Letters" and press RETURN, a list of the letters in this 
issue of Microzine Jr. will appear. Use the Hand to point to the letter 
you want to read, and then press RETURN. 


Getting Started 5 





A Classroom 
| MAKER Publishing Feature 








What You Will Find 


With "Mask Maker" you will make and print your own masks. "Mask 
Maker" gives you 10 face shapes and 11 hairstyles, eyes, ears, 


noses, and mouths from which to choose. There are 2,488 ,320 


masks you can make—enough for every second, third and fourth 
grader in the U.S.! 


You can make the following masks with "Mask Maker": Alien, Cat, 
Clown, Dog, Fish, Man, Monkey, Monster, Princess, Robot, and 
Witch. 


You can also mix and match the face parts—the combinations are 
almost endless! 
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Printer Setup 
"Mask Maker’ will ask if you have a printer. Use the Hand to choose 
YES if you have a printer, or NO if you do not have a printer. 


If you have a printer, you need to tell "Mask Maker" what your printer — 
setup is. The program will display a menu of options for printing. 
They are DONE, PRINTER, CARD, SLOT, and LINE FEEDS. 


PRINTER SETUP 
Please tell Mask Maker what type 
Of Printer setup you have. Then 
choose DOHE to start Making a Mask. 
af * Done 


Printer: Epson RxX-6&6 


Slot: 1 


G 
© Card: apricorn Parallel 
o 
G 


Line Feeds: Yes 


Use the arrow keys or I,J,K,H 
to move the Hand. Press RETURN 
to choose or ESC to quit. 





Done: Choose this option when you are done telling "Mask Maker" 
about your printer setup. 


Printer: Choose this option to select a printer. Use the arrow keys 
orthe I, J, K, or M keys to move the Hand to the correct printer. 


Card: Choose this option to select a printer interface card. Use the 
arrow keys or the I, J, K, or M keys to move the Hand to the correct 
printer interface card. 


Line Feeds: Choose this option to turn the Line Feed option on 
or off. "Mask Maker" assumes that you want the Line Feed option 
turned on. Use the arrow keys or the I, J, K, or M keys to move the 
_ Hand to select YES or NO. 
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"Mask Maker" MAIN MENU 


After you tell "Mask Maker" about your printer setup, you will see the 
"Mask Maker" MAIN MENU. This menu gives you two choices or 
things you may do: INSTRUCTIONS and MAKE A MASK. Use the 
arrow keys or the I, J, K, or M keys to point to what you want to do. 


The MASK MENU 

The MASK MENU has nine options or choices of what you may do. 
They are FACE, HAIR, EYES, NOSE, EARS, MOUTH, CLEAR, 
HELP, and PRINT. 





HASK MENU & 


y@z@Face 
OHair 
eEyes 
GNose 
GEars 
Ohoutn 
oClear 
Q@Help 
oPrint § 


Use arrows or IJKM to choose, then 
press RETURN. Press ESC to quit. 
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Face: Choose this option to select a face shape. 

Hair: | Choose this option to select a hair style for your mask. 
Eyes: Choose this option to select eyes for your mask. 
Nose: Choose this option to select a nose for your mask. 
Ears: Choose this option to select ears for your mask. 
Mouth: Choose this option to select a mouth for your mask. 


Clear: Choose this option to clear the screen and make a new 
mask. 


Help: Choose this option to read the instructions at any time. 
Print: Choose this option to print your mask. This option will 


only appear on the MASK MENU if you told "Mask Maker" 
that you have a printer. 





Make Your Mask 


You will make your mask in the work space on the MASK MENU 
screen. Use the arrow keys or the I, J, K, or M keys to choose a face 
part. Then use the SPACE BAR to look at all of the choices for that 
face part. For example, to choose a face, move the Hand to FACE, 
and press RETURN. Then use the SPACE BAR to look at all of 
the face shapes. Press RETURN to choose the face shape you 
want. 


Move the Hand to another face part and choose that face part in the 
same way. 


If you decide that you do not like a face part you chose, move the 
_ Hand back to that option and make another choice. For example, if 
you chose the dog nose and then wanted to switch to the clown 
nose, move the Hand to the NOSE option and press the SPACE 
BAR until the clown nose appears. 
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NOTE: You can choose a "blank" feature for any of the face parts. 
For example, if you choose a nose, and then decide you do not want 
a nose on your mask, press the SPACE BAR until the "blank" nose 
appears. Then press RETURN. 


Print Your Mask 

To print your mask, move the Hand to the PRINT option and press 
RETURN. Make sure that your printer is turned on and the paper is 
properly aligned. Printed masks will be larger than they appear on 
the screen. Press ESC to stop printing your mask. 


NOTE: "Mask Maker" will not advance the printer to the next sheet of 
paper after you print a mask. If you are going to print another mask, 
adjust the paper in the printer so that you are at the top of the next 


page. 


"Mask Maker" Imaginative Ideas 

After you have printed your mask, cut it out. Use a pencil to make 
holes in the center of the eyes so that you can see when you put 
the mask on. 


Color the mask. Then glue on cotton balls or yarn for hair, anda 
button for the nose. ) 


Make jewelry out of tin foil and attach it to your mask. 


Staple, tape, or tie a piece of string on either side of the mask; or 
glue the mask to a piece of cardboard, cut out the eyes, and tape 
the cardboard to a ruler. 


Tie the strings around your head, or hold the mask up to your face 
with the ruler. 


Look in the mirror! 
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SAFARI! 


A Twistaplot™ Adventure 





What You Will Find 


In "Safari!" you will travel with your class to the country of Kenya, in 
Africa. You will meet Joma, your guide. Joma will teach you how 
some African mammals survive in the wild. If you follow Joma's 
instructions, you will get a special surprise! 
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Reading "Safari!" 


Use the toucan cursor to point to what you want to do. When the 
cursor is pointing to what you want to do, press RETURN. 





Use the arrow keys or the I, J, K, or M keys to move the toucan 
cursor. 








Options 

"Safari!" has six options, or things you may do. They are GO ON, 
YES, NO, SCREEN, PRINTER, and QUIT. 

Go On: Choose this option to read the next screen. 

Yes: Choose this option to answer yes to any question. 


No: Choose this option to answer no to any question. 


Screen: Choose this option to see Joma's gift displayed on the 
screen. 


Printer: Choose this option to print Joma's gift. Your printer must 
be connected to Slot 1. Make sure that the paper is aligned and your 
printer is turned on. 


Quit: Choose this option when you are finished reading "Safari!" 


The program will ask, "Are you sure you want to quit?" Choose YES if 
- you want to quit. Choose NO if you want to continue reading. 
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TALK 
TO B.E.R.T. A Simulation 








Meet your new computer friend, Beginner's Electronic Robotic 
Talker. You can call him B.E.R.T. He knows a thing or two, but he 
wants to learn more. You'll both get smarter as you teach him about 
things that you know. 


What You Will Find 


"Talk to B.E.R.T." is similar to the game "20 Questions." You will 
think of an object. Then B.E.R.T. will ask you questions until he can 
figure out what you are thinking of. The longer you play, the smarter 
B.E.R.T. becomes, because he remembers everything you teach 
him! 


Data Disk 


To save what you teach BERT. you will need a data disk initialized 
by the "Computer Stuff" feature in Microzine Jr. Now is the time to 
_ initialize a data disk. (See page 22.) 
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Starting a New Game 
To start a new game, type NEW and then press RETURN. B.E.R.T. 


will ask, "What are you thinking of?" Type your response and press 
RETURN. 


Playing an Old Game 

To play a game that you or a friend has already taught B.E.R.T., type 
REMEMBER and then press RETURN. B.E.R.T. will say, "Tell me 
the password of the game you want to play." 


Type the password of the game you want to play, and press 
RETURN. B.E.R.T. will instruct you to put your data disk in a drive. 
When he is ready to play, B.E.R.T. will say, "Think of something for 
me to guess. Press RETURN when you are ready." 


Sample Game 

B.E.R.T. already knows a lot about transportation, or ways to travel. 
If you want to play this sample game, type MOVE and then press 
RETURN. B.E.R.T. will say, "Think of something for me to guess. 
Press RETURN when you are ready." 


Think of a type of transportation, like a bicycle or a plane, and see if 
B.E.R.T. can guess it! 
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| Talking to B.E.R.T. 


B.E.R.T. talks to you on the top part of the screen. You type your 
answers on the bottom part of the screen. 


oe 


ees ME 


sent | 
HA Lae * g eR ee 
AN ah A 


iA souseran ERT Hirt th 
WaT anaes: IGHS.. eel 


ype your respons 


[Tope oe“ 
or tupe QUIT, SAVE, oF HELP. 





B.E.R.T. "speaks" well, but not as well as you do. He will understand 
you best if you follow this advice: 


¢ B.E.R.T. doesn't understand the plural form of words. Teach him 
facts using the singular form of words. 


For example, when B.E.R.T. says, "I give up. What are you thinking 
of?" tell him, "A car." Do not answer, "Cars." 


¢ Bert doesn't understand past-tense verbs. Use present-tense 
verbs when you talk to B.E.R.T. 


For example, if you tell B.E.R.T., "The ball was blue," B.E.R.T. will 
then ask you, "Is the ball was blue?" 


¢ B.E.R.T. doesn't understand possessive forms of nouns. 


For example, if you tell him, "John's ball is blue," he will not 
understand that the ball belongs to John. 
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¢ Tell B.E.R.T. one fact at a time about an object. 


For example, when B.E.R.T. says, "Tell me something about a boat," 
he remembers best when you answer, "A boat travels on water." 
ff Telling B.E.R.T., "A boat travels on water and needs gas to run," is 
too much for him to remember at one time. 7 


Every time B.E.R.T. guesses what you're thinking of, he will ask you 
to tell him another fact about that object. When B.E.R.T. says, "Tell 
me something else about a boat,” you can tell him, "A boat needs 
gas to run." 





¢ B.E.R.T. doesn't understand the negative form of words. Always 
teach him facts using the positive form of a word. 


For example, B.E.R.T. understands best when you say, "A boat is 
found on an ocean or lake," rather than, "A boat is not found on 
highways." 


¢ B.E.R.T. has trouble understanding the verb "can." For example, 
_ instead of describing a ball by saying, "It can bounce," tell 
B.E.R.T., "It bounces." 


¢ Try to teach B.E.R.T. about one subject at atime. That way, he 
learns everything there is to know about that subject, instead of a 


few facts about many subjects. 
It is fun to teach B.E.R.T. everything you know about a subject. Save 


your game and then let a friend play it with B.E.R.T. 
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Options 
"Talk to B.E.R.T." has three options, or things you may do. They are 
SAVE, HELP, and QUIT. 


Save: Type SAVE at any time during a game to save all the facts 
you taught B.E.R.T. on your initialized data disk. B.E.R.T. will ask 
you to think of a password for the game. The password you choose 
may be up to 10 characters long. 


Help: Type HELP at any time during a game to read the instructions 
screens. 


Quit: Type QUIT at any time during a game to stop playing "Talk to 
B.E.R.T." B.E.R.T. will ask if you really want to quit. 


Type NO and then press RETURN if you want to play more. 


Type YES and then press RETURN if you want to quit. B.E.R.T. will 
ask if you want to save everything he has learned so far. 


Type YES and then press RETURN if you want to save everything 
you have taught B.E.R.T. 


Type NO and then press RETURN if you do not want to save 
everything you have taught B.E.R.T. 


18 Student Handbook 














: "A Day 
SPY at the Beach" 





It's just another ordinary day at the beach...or is it? Look again! 
Some things are not quite right, and it is up to you to fix them. Find all 
the mistakes and you will get a reward! 


What You Will Find 


You will look at the picture and use a magnifying glass to uncover the 
mistakes in "A Day at the Beach.” 


Moving Around in "A Day at the Beach" 


Use the magnifying glass to point to what you want to do, and to 
point to mistakes in the picture. Use the arrow keys or the I, J, K, or 
M keys to move the magnifying glass. 


lf you have a mouse attached to your computer, use the mouse to 
move the magnifying glass and to point to what you want to do. 
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Options | : 

Eye Spy has five options, or things you may do. They are QUIT, 
YES, NO, HELP, and CHECK UP. 

Quit: Choose this option when you are finished playing. You can 
also do this by pressing ESC. The magnifying glass will jump to the 
QUIT option. The program will ask, "Do you really want to quit?" 
Yes: Choose this option if you want to quit. 

No: Choose this option if you want to continue playing. 

Help: Choose this option to read the instructions at any time. 
Check Up: Choose this option to see how many mistakes you 


have found. You can also do this by pressing C. The magnifying 
glass will jump to the CHECK UP option. 
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COMPUTER 
STUFF 


A Utility 


> ¢ ¢ 6 6 


oo [LE] o o 


oe «© ES oe ¢ 








What You Will Find 


"Computer Stuff" has two functions, or things you may do. They are 
INITIALIZE A DISK and COPY A PROGRAM. 
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Initialize a Disk 


Choose this function to initialize a data disk. Use the Hand to choose 
INITIALIZE A DISK and then press RETURN. 


The program will ask if you have one or two disk drives. Move the 
Hand to point to your answer, and then press RETURN. The 
program will tell you that you need a blank disk, or one you don't mind 
erasing. The hand will be pointing to "NEXT." Press RETURN. 


The program will tell you to put the disk into Drive 1 and press 
RETURN. The program will tell you that the disk will be erased. It will 
ask, "Do you want to go ahead?" Use the Hand to point to YES or 
NO, and then press RETURN. 


The program will initialize the disk. Then the "Computer Stuff" list of 
functions will reappear. 


You now have a data disk. You may use it to play "Talk to B.E.R.T." or 
with any Microzine Jr. feature that requires a data disk. | 





Copy a Program 


Choose this function to make extra copies of the "Mask Maker" 
program. 


Follow the instructions to put the "Mask Maker" disk in Drive 1 and 
press RETURN. If you have two disk drives, the program will tell you 
to put a blank disk in Drive 2. If you only have one disk drive, put a 
blank disk in Drive 1 when the computer tells you to do so. 
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SIs A Cl 
| assroom 
MAKER Publishing Feature 





DIFFICULTY LEVEL: Difficult, Average, Easy 
VOCABULARY PREVIEW: mask, feature, alien 


School Activities 


WRITING/LANGUAGE ARTS: Have students write skits based on 
some of the masks they create. Then have them wear their masks 
and perform the skits for the other students in their class or for 
another class. 


SOCIAL STUDIES: Have students find books in the library about 
masks. Students can read about and discuss how masks were made 
and used in different cultures throughout history. 


ART/DESIGN: Have students display their masks on a bulletin board 
in your classroom. — 


Home Activities 


ART/DESIGN: Have students use crayons, colored pencils or 
markers to color in their masks. Students can also design and draw 
their own masks on paper with crayons, colored pencils or markers. 
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S AF ARI! is Peapod 


Adventure 





DIFFICULTY LEVEL: Difficult, Average, Easy 


- VOCABULARY PREVIEW: safari, herbivore, carnivore, habitat, 
¢ patrol, prey, vegetation, predator, scavenge 


School Activities 


GEOGRAPHY: Have students draw a map of Africa that shows the 
location of Kenya. Have them consult an encyclopedia or other 
reference book and write a description of Kenya's geography 
(mountains, rivers, lakes, forests, etc.). Ask students: Why is Kenya 
an ideal habitat for the safari animals you have learned about? 


SCIENCE: Discuss with your students what a mammal is. Explain 
that there are different classifications of animals and what the 
differences are between them. 





e Are there other African animals your students would like to learn. 
about? Have them look them up in an encyclopedia or another 
reference book and then make up fact sheets similar to the ones 
they received as gifts from Joma. 





Home Activities 


ART/DESIGN: Have students draw pictures of their favorite safari 
animal. Have them write a caption under the picture describing why 
the animal is their favorite. 


¢ Have students illustrate the fact sheet they printed out by drawing 
a picture of the animal or gluing a picture of the animal cut out froma 
magazine photo. — 
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Hints for "Safari!" 


ELEPHANT: Hide behind the leader. Don't go with Marvin to the water hole. Take a 
mud bath with the other elephants. 


GIRAFFE: Let the rabbit sleep. Run away from the noise in the bushes. Let the 
taller giraffes eat the leaves. Don't go closer to the rhinoceros. Hide from the hyenas. 


HYENA: Let the lions eat the antelope. Let the leader have the meat. On border 
patrol, let the antelopes walk by; laugh back at the other hyena clan. If you go with the 
hunters, let the antelopes run away; then follow the hyena leader. 


LION: If you hunt with the lionesses, stalk the antelopes, try hunting the giraffe, 
leave the calf alone. If you stay at the den, chase the strange lion away, try stalking 
the antelopes, hunt the zebras, chase away the hyenas. 


RHINOCEROS: Sniff the air for danger. Leave the birds on your back. Make 
Marvin eat grass in his own area. Don't eat the antelope meat. 


ZEBRA: Don't race with Marvin. Leave the rhinoceros alone. Help the stallion 
protect the mare. Drink with the elephants. 
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TALK 
TO B.E.R.T. 


A Simulation 





DIFFICULTY LEVEL: Difficult, Average, Easy 


VOCABULARY PREVIEW: electronic, robotic, grid, pastime, 
transportation, harvest, pavement, escalator 


School Activities 


LANGUAGE ARTS: Teaching B.E.R.T. is similar to teaching a child 
about language. Ask students if they have younger brothers and 
sisters. Have they ever taught a younger brother or sister about a 
word or idea? What was it like? Was the younger brother or sister 
able to ask questions the way B.E.R.T. does? 


Have students make a list of objects they would like to teach 
B.E.R.T. For each object, have students think of three to five facts 
they want B.E.R.T. to Know about the object. For example, they may 
want B.E.R.T. to learn about a dog. To teach B.E.R.T. about a dog, 
students may tell him: "It is an animal," "It has four legs," and 

"It chews on bones." 





Home Activities 


LANGUAGE ARTS: Have students take B.E. 
rooms in their house. Students can teach B. 
objects in each room. 


R.T. on a tour of the 
E.R.T. about the 
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EYE ae 
SPY at the Beach” 


DIFFICULTY LEVEL: Difficult, Average, Easy 





VOCABULARY PREVIEW: oceanographer, courageous, 
beachcomber 





School Activities 
WRITING: Have students write about an imaginary day they spent at 
the beach. Have them include a description of what they saw and did 
at the beach. 


¢ Have students list the objects that do not belong in "A Day at the 
Beach," such as the cat and the igloo. Have students write a 
sentence for each object that describes where it does belong. For 
example, students could write about the igloo: "An igloo can be 
found in places that have very cold climates." 





Home Activities 

ART/DESIGN: Have students draw pictures of an imaginary day 
they spent at the beach. Have them include at least five things 
that don't belong in the picture. Then have students exchange 
pictures and identify the "things that don't belong" in the 
drawings. 
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